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NTRODUCTION 

he Strike Fleet, Commander! This manual is designed as a reference guide to he 
lully operational as a new Strike Fleet commander on active duty. It is a classifif 
intended for Strike Fleet Commanders' eyes only! Keep it secure at all times ar 
duplication at all costs. The Enemy would pay dearly for a copy of this documer 
Read this manual thoroughly; familiarize yourself with every detail. Regard it as your friend, yo 
Angel of Mercy, your guiding light. Remember Commander, you are fresh out of tf 
academy... you're going to need a friend. 



)k for important 



ie throughout th 



This manual is organize 



Sectior 



'iil ihis introduction beir 

;r systems used by Strik 

lo select your first mission, 
to configure and launch your fit 
w to use the Command Ir ' 



rs to yc 



n Centre 






Section 6 describes how to effectively use and control Strike Fleet vessels. This 
section also contains physical descriptions and technical specifications for each 
Strike Fleet craft. 

Section 7 describes how to effectively use and control Strike Fles 
offensive/defensive weapon systems. This section also contains physic- 
descriptions and technical specifications for each Strike Fleet weapon. 
Section 8 describes the enemies of the Strike Fleet, and what we know of the 



s you may f; 



a Strik 



Strike Fleet cc 






In addition to this manual, we have also s 
of the computer keyboard equivalents f 
Card also describes how to quickly get t 
hints and tips you'll want to use during I 
during your patrol — it may save your lite 



pplied you with a Command Summary Card that lis 
r the vessel control panel. The Command Sumr 
arted in a simple scenario of Strike Fleet, and a s 
ie game. Keep the Command Summary Card ne 



Strike Fleet Operations t. 



COMMANDERS' EYES ONLY! 



COMMANDERS' EYES ONLY! 



Strike Fleet Operations Manual 



systems, and because 
i differences in display and con 
and mice generically a 
jpport only one of these 
instructions for your computer system, am 






2. GETTING STARTED 

Strike Fleet operates on a number of c 
capabilities and limitations of these sys 
For instance, we will refer to joysti 
throughout this manual because some 
others may support all three. Find th6 
help get your task force underway. 

2.1. C64/128 

Keyboard and joystick supported. See the Command Summary Card for details. You must hav( 
" ' - J: ~'' ready if you intend to save scenarios or campaigns in progress, and yoi 
one scenario or campaign per disk. See your computer's owner's manual fo 
formatting disks on your computer. 

Remove all cartridges. If you have a joystick, plug it into port 1 . 

Turn on the disk drive and monitor, then insert the Strike Fleet program disk in the drive 

NOTE: Make sure the second disk drive is off it you have one. 

Turn on the computer (C128 owners, go to C64 mode). 

At the READY prompt type, LOAD "EA",8,1 and press Return. 

Press the Spacebar to leave the title screen. 

Flip the_program disk to the Scenario Disk side when the computer prompts you tc 



1 Scenario Disk 
Briefing" for detailed 
Started" and "Hints ar 
and quickly. 






Read section "3. Mis< 
i play Strike Fleet, or read the "Getting 
Command Summary Card to play simply 



2.2. Scoring 

Your goal as a Strike Fleet Commander is to meet all of your objective 
scenario, with minimal toss of Strike Fleet equipment and personnel. If yi 
will avoid Court Martial, and rise through the ranks. Your promotion or Coi 
your performance, the enemies you destroy, and the coints von earn in th 
no other. See section "4.3. Class V ' '" 
earning points. 



ell as individual scenarios. Campaign sc 

you'll have to use your campaign fleet more efficiently — 

in campaign scenarios are higher. 
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Court Martial — you have failed miserably. Did you fire on friendly forces? 

Deck Mopper — the lowest rank in the Strike Fleet. Your performance as a Strike 

Fleet officer was so good that Fleet Command has put you in charge of your own 

mop Now you know why they're called swabbies. 

Ensign — the Deck Moppers need someone to babysit them. . you're it. 

Lieutenant JG — you're a fairly competent sailor, and with a lot of hard work you 

may someday command your own fleet. 

Lieutenant — you show the promise of a bright career. Keep on your toes and 

you'll continue up through the ranks. 

Lieutenant Commander — you're a valuable asset to your fleet. Keep up the 

good work and you'll go far. 

Commander — the Captain's right-hand person. He couldn't have done it without 

Captain — the workhorse and the mainstay of the fleet. The pivot on which glory 
or defeat revolve. Excel as a Captain and your career is assured. 
Commodore — the sage old tactician to whom the Captains look for advice, and 
the Admirals look for support. Make it this far and you needn't worry about early 

Rear Admiral — you've made it nearly to the top of the chain of command, but be 



Admiral — 



ral — the Admiral's right-hand man. 

- the magical rank to which every sa 
may decide the fate of the Strike Fleet. 
Fleet Admiral — the big league. A wrong d- 
entire western alliance. 

to the various ranks, there are also two award 
; call of duty; the Service of Merit, and the Exei 
;e awards, you have probably also received a hie 
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MISSION BRIEFING 

irst duty as a Strike Fleet Commander 
>n. The Strike Fleet Command screen 



Maps — displays the geopolitic 

forces. 

Scenario Briefing Window 

scenario, possible enemy 

Control Panel — contair 



n is comprised 
hotspots that ; 



'e frequently patrolled by Strike Fleet 
summary of the currently selected 



i previously saved scenari 

;entre with the game in-progrei 

tata disk containing th 

le Save and Load command. 



.. See the Command Summary 



your own blank, formatted disk ready if you intend to 
is and campaigns. Please see your computer's owne 
ibout how to format disks on your computer. 



i ranked individually fc 



i your campaign fl« 



campaign. The le 
ranking for that scenario, 
campaign, so you must u: 
the maximum rank you can acineve uvei u 
higher than in a single scenario. At the eni 
you'll be prompted to insert a write enablei 
save the campaign so you can resume it 
campaign, or any other key to cancel the Sc 



RESUME 

CAMPGN Continues a previously saved campaign. If you sa 

an in-progress (unfinished) scenario, you mu: 
SCEN to restart the in-progress scenario. This is 
n unfinished scenarios, until I' 



nore efficiently — bi 
se of the campaign i 
;h campaign scenari 



a campaign during 
select RESUME 
ecause campaigns 
ividual s< 



complete. When you use RESUME CAMPGN, the campaign 
resumes in the Shipyard, ready to start the next scenario in the 
campaign sequence, using the points from the last scenario you 
completed. You will be prompted to insert the data disk containing the 
saved campaign in the disk drive. You can save only one campaign per 
data disk. See the Command Summary Card for the Save ci 
you use to save a scenario in-progress. 



CHECK 

DISK Checks your disk to 



Once you have selected a scenario o 
on to the Shipyard where you can r< 
progress, then you will go directly to t 



have chosen to embark on a campaign, y 
/iew your fleet. If you choose to resumi 
s bridge of your flagship. 



continuous campaign (these include 
iven through ten on your Strike Fleet scenario disk). The 
>f your fleet that survives a scenario with light or no damage 
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w the Class Indicators, displays the currently selected 
ilhouette of the ship, and the ship name. If the ship named in this 
; also highlighted in the Task Force window, and you can perform 
on Indicators (explained below). 




Figure 1 : The Shipyard 



4.1 . Class Indicators 

The Class Indicators on the left side of the screen ( 
allowed in your fleet for the selected scenario. Some 
others may allow a variety of classes. The highlighted Class 
ship selected in the Task Force window. Not all of the avail; 
ie Task For 



Figu 



CLASS Action Indicator (explained below) to work w 



ships of 



3 1) represent the ship classe; 
may only allow one class, while 
cator represents the class of the 
i classes may be represented ir 
iass of ship for another. Use ths 



, , Task Force Window 

The Task Force window displays a £ 

configuration shown initially in the Tasi 
Sikely encounters and risk levete c 
are all hiqhlighted in a common colour, 
IhV Window) is highlighted in its own 
your flagship. The flagship is the lead 
most of your commands (see section b 
make any ship the flagship, even after y 

4 3. Class Value/ Available Points Indlci 

The Class Value/Available Points Indicator, right I 
points you have available for adding more ships to 
upon relative cost, availability and strength of that i 
you can free up enough points for multiple weakei 
may be able to afford a larger, more powerful ship. 



Ihouette for each ship in your fleet. The fleet 
window is suggested by Fleet Command, based 
scenario or campaign. Ships of the selected class 
ie currently selected ship (shown in the Selected 
A flag above one of the ships designates it as 



eave the Shipyard. 



n controlling yc 






elow the Task Force window, shows you thi 
our fleet. Each class has a point value basei 
iass of ships. By dropping single large ships 
ships. By dropping a few cheaper ships yoi 



The points yc 



rn damaged from the 
i it is still only worth tv 



te your final rank. You'll get 
scenario; thus, if you lose all your ships, and hi 
Is (and probably a Court Martial). Ships that \ 



ints at the beginning of t 
oints at the end of the st 
for double their point v< 



,es three point 
's fully re " 



tne scenario, unusea points are quadrupled at t 
)ut, of course, your rank is not based solely upon your a 
at you complete the scenario objective. 
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4.4. Ordnance Window 

The Ordnance window shows you the weapon systems, thei 
installed on the currently selected ship. Every ship of the same c 
systems and loads (and helicopters if the ship is so equipped), 
which includes an old and new version. F 
From top to bottom they are: 

Helicopters 

Long range anti-ship missiles 
■ Short range anti-ship missiles 

Dual-purpose cannon rounds 

• Torpedoes 
Phalanx 




;e Fleet weapons systems, read se 



TF HQ Returns to Strike Fleet 

jn, or resume a 



Task Force window. From top to 

so you can start a new scenario, 
Select this indicator and press the 



To Select a Ship W 


ith a Different Name: 1) Select the 


ship with the 


SHIP indicator; 2) Dro 


) the selected ship with the DROP act 




Use the SHIP indicate 




; 4) Select the 


ADD indicator to add tf 


e desired ship to your fleet. 





only add ships in the selected cl, 
DROP Removes 



is already part of your task for 

e SHIP indicator fror 
?d class. In the proce; 
ack to your Total Ava 
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4.6. Leaving the Shipyard 

When you are satisfied with your fleet configuration, se 
the Command Information Centre aboard your flagship. 



COMMANDERS' EYES ONLY! 



Strike Fleet Operations Manual 






COMMAND INFORMATION CENTRE 



le Command 
set the destination for your fl 
the area in which the selected scenario unfolds 
wait for the enemy to come within range of your radar, 
forces and play the aggressor. A task force is a colle< 
own flagship and can operate independently of the a 
(see "5.2. Commands and Orders" below) a ship frorr 
flagship and a task force unto itself. You can also J( 
below) ships to another existing task force, or to an inc 
new task force. You can identify your various task fore 
the currently selected task force appears on the Status 



Centre (Figure 2 below). 




Fleet Map Level 



5.1. Map Views and the Status Bar 

The Command Information Centre also gives you map views at varying magnifications which you 
can control with the Zoom command (see "5.2. Commands and Orders" below). The different 
map magnifications give you different options. There are three ) i i >n ) Fleet; 2) Task 

Force; and 3) Ship. The Fleet map magnification lets 
force. The Status Bar at this level displays information for in 
example, reading from left to right, the bar displays the cl 
flagship. Next it displays the number of war ships (War), a 



:argo ships, and so on) unc 
s Bar shows the Maximum 
at Task Force map magnific 
orders for "joining" task for 



of that flagship. The extrem 

cally the same information, b 
(see "5.2. Commands and C 



ie Status Bar displays in 



If it's a flagship, the Status Bar looks : 
a flagship, the Status Bar will show th 
ie name of the task force's flagship 



5.2. Commands and Orders 

The main function ol the Command Informa 
to quickly issue Commands and Orders t 
disposal will change slightly depending on t 
the magnification shown in the upper-right 
and the width of the map (in kilometres) t 
directly below the map magnificat! - '-'■ 



3n Centre (CIC) is to provide you with an easy way 
your fleet. The Commands and Orders at your 
3 map magnification you are viewing. The title and 



;t TF — selects i 



) the bridge of the currently selected shi| 
id displays the status of the flagship of 
your fleet. The name of the flagship fo 



M the Ship map level, the Next TF command changes to just Next, and you 
jse it to select among the various ships in your fleet that are present in the map 
ipw Thecurrenl h Flagship icons are larger than those 

or other ships. Also, if your status bar has gone blank for one reason or 
another, use the Next TF or Next commands to select a task force or ship so 



it — zooms in to a lower magnification where 
s of zoom, beginning with the Fleet map view \ 
;enario eight, where it is 7680 kilometres acrosi 
's change, depending on what level of zoom yi 



you can see more detail. There are three 
hich shows 1920 kilometres across (except 
. Some of the available ship and task force 
j are using. In the Fleet map view you see 
i. The Orders list 
w flagships. The 
:ross. The Orders 
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and merge task forces. The 

ships, planes, helicopters, and 
planes, and missiles appear a; 
appear larger than other vess( 
SPLIT orders (see below) so y 
or split off ships to create a nev 



nd JOIN orders (see below) so you can change flagships, 
lowest level zoom, is the Ship map view, showing 128 
an make out individual vessels on the ocean. Strike Fleet 
is appear as white dots, while approaching enemy vessels, 
dots. The currently selected vessel flashes, and flagships 
le Orders list at the Ship map level includes the JOIN and 
i link individual ships to a flagship within specific task force, 
orce or JOIN with a different task force. 



>A» When you zoom in to a 
command appears in the 
out to Fleet magnificatii 






i lower than Fleet map view, the 
ist. Select the Fleet command h 
! Zoom command disappears , 



Fleet 



Orders — brings up a list of ord 
ship if you are at the Ship map 
moves down to the list of orders, 
level. Many of the orders control 



issue to the currently selected task force, or 
select the Orders command, the highlight 
s will be different depending upon your view 
m on the Status Bar. Move the controller up 
it left or right until the desired status appears in the Status 

Selector box. Press the button to select the order. The st 

appear on the Status Bar once you press the button. W 

move the controller up until the highlight leaves the order , 

List. The following list contains all the available orders. Orders that are available or 

map levels are marked as such: 

DEST Enters the destination coordinates into the autopiloting system of th 

flagship for the fleet (or the current task force if you have multiple ta; 

forces). A crosshair appears on the map when you select this optioi 

Move the crosshair to the desired destination ar 

button to select. When the flagship reaches its 

mi' , i give it new orders. Unless ordered otherwise, ships will travel 

in the same speed and direction as their flagship. A special case arises, 

i if you set a DESTination for individual ships at the Ship map 



ie Status Selector will 
:uing orders, 
ie Command 






:e the individual ship travels its own a 



flagship': 
100 kilo 

DEST or 
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for a ship if thi 

— you must s< 

you initially set oi 



;k force from the Bridge, you'll 



j^A» Because you cannot set a new destination until the ship has reached its current 
destination, you may need to stop a ship from completing its course. To do this, 
use the DEST command and move the crosshair onto the ship's current 
location. This causes the ship to quickly reach its destination, where it will 
resume following the flagship's course. 

SPEED Choose STOP, 1/4, 1/2, 3/4 or FULL for your fleet speed. This 

command works for individual ships only if you have set a DESTination 
for that ship. The flagship will travel no faster than the slowest ; 
task force, so they won't be left behind. This speed is shown in the 
MxKts (Maximum Knots) slot on the Status Bar. 

ALERT Choose either Rest or Gen Qtr (General Quarters) for the crew 

status. At Rest, the crew rests, recuperates, and begins repairing any 
damage your ship may have sustained (you can repair only damage of 
less than medium severity while at sea). Also, during Rest, the phalanx 
and chaff launchers are under manual control and will be reloaded over 
time. During Gen Qtr, the crew ignores repairs and reloads. Phalanx 
and chaff each fire once automatically if enemy missiles come within 
range during Gen Qtr. If this first attempt doesn't get the incoming 
missile, it's up to you to fire again. 



RADAR... 



...Choose either PASSIVE or ACTIVE for the type of rada, you will use. 
PASSIVE radar relies on visual sightings and ESM (Electronic 
Surveillance Measures; i.e., detection of electronic emissions, such as 
those from an enemy's active radar system or a mn i 



much safer than active radar. ACTIVE radar s 
beam in search of other ships, helicopters, anc 
detects appears instantly as a blip on youi 
Although active radar gives you greater range ; 



an electronic 
. Whatever it 

ir image of 



ts the enemy to your presence ar 
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SONAR Choose either PASSIVE or ACTIVE for the type of sonar y 

enemy submarines. Speed greatly affects the range and reliai 
passive or active sonar. The faster your speed, the less reliab 
sonar images. And since any submarine moving through water < 
noise, the faster the enemy moves, the easier it is to reliably 
them. Because of this, sonar blips may appear and disappear 
and the enemy change speed and direction. But this also mea 
passive sonar potentially has much greater range than active sc 
for example, you're not moving, but the enemy i: 












le enemy can usually h( 



FLAG Available only at the Fleet and Task Force map levels. Selects a new 

flagship for the currently selected task force. The Status Bar shows the 
current flagship for the selected task force. Move the controller left or 
right to toggle through the ships in the task force. Press the controller 
button on the ship name you want to be the flagship, and its name 
appears on the Status Bar in place of the old flagship. 

e^j. If your current flagship is damaged and slowing down your task force, use the 
FLAG command to select a new flagship, then SPLIT the old, damaged 
flagship off so the task force can continue at full speed. But remember, some 



JOIN Available only at the Task Force and Ship map levels. At the Task Force 

level, this order lets you merge the currently selected task force with 
another that is within range. Move the controller left or right to toggle 
through the names of the flagships for each of your task forces (the 
names appear in the Status Selector box). Press the button to merge 
the task force shown in the Status Selector with the currently selected 
task force. At the Ship map level, this command lets you link the 
currently selected ship with a flagship, even if the ship is already part of 
a different task force. Move the controller left or right to toggle through 
the flagships of the various task forces, and press the button to join 
your current ship with the selected flagship. The new flagship will 
replace the old one on the Status Bar. 



Available only at the Ship map le 
from the fleet or currently selec 
becomes a flagship and its own 
ships to it, or you can JOIN it to a 



sting la 



lets you split a ship off 
Once split, the ship 
now JOIN other 



5.3. Scenario Time and Time Compression 

The clock is always ticking once the scenario begins. The only way to stop it is by Pausing or 
Quitting the scenario (see the Command Summary Card). Below the Command List and the 
Orders are the Now and Time fields. Now shows the total amount of time allotted for the 
scenario on the bottom, and the elapsed time for the scenario on top. The Time field shows the 
degree of time compression at which the scenario is currently running. Time compression 
ranges from 1 to 128 degrees if compression. At the "1" setting, one second of game-time 
equals one second of real-time, at the "128" setting, 128 seconds of game-time equals 1 

Time compression is handy if you find the scenario running too slow in real-time. It can prove 
harmful in the heat of battle though. A very high compression factor will automatically drop to a 
factor of eight if an incoming missile locks-on to one of your craft or if a ship is in danger of 
running aground. You control time compression using the keyboard equivalents listed on the 
Command Summary Card. There is also a Normal key that you can press to instantly drop the 
time compression back to one. 



re to always go tc 



3/(1) til 



5.4. Leaving the Command Information Centre 

When you leave the Command Information Centre, by using the Bridge command, tl 
go to the bridge of the flagship for the currently selected task force, or the bridg< 
currently selected ship from the Ship map level. The next section desc " 
by Strike Fleet, how you use and control them, and their varying capabiliti 
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6. STRIKE FLEET FORCES 

The Strike Fleet uses seven different classes of sea-going vessels. There are always one 
more types within each class. In the destroyer classes, lor instance, there are two types: "Di 
which carry only short-range missiles such as Harpoons, ASROCs, torpedoes, and surface-t 

air; and "DDG" which are more modern and carry the short-range missiles plus long range guidi 
e Tomahawk, and extended range surface-to-air missiles like the SM-2 (ER). , 



the Strike Fleet 
designation. So using t 
simply by looking at the 
or on the bridge of your 
then you'll know that thi 
armed with guided missi 
usually derived from 
Ticonderoga class, tr 



3 table, you c; 



d in Table 1 below by their functi 

ys tell what type of a ship you'r 

le Shipyard, the Command Infor 

. For instance, if you see the abbreviation, "York 

is named "Yorktown," and that it's a Ticonderog 

issiles. When a new type of ship is designed and built, the 

;he name of the first commissioned ship of that type. So in 

e Ticonderoga was the first ship of its type, thus the class w 



type, a 



Table 1 : 


Strike Fleet Vessel Classes 




Functlo 




Type 










Guided Missile 


CG 


Ticonderoga, Belknap 


Destroye 




Gun 

Guided Missile 


DD 
DDG 


Arleiqh, Kidd, Sheffield 


Frigate 




Guided Missile 


FFG 


Broadsword 
Oliver Hazard Perry 


Fast Atta 


k Craft 


Hydrofoil 


PHM 


Peqasus 



Some of the Strike Fleet vessels also carry he 
control surface ships (see the next section, "6 



6.1. 



le bridge of any ve 



n Figure 



s from the bridge, s 

raft in your fleet with the "Change Bridge" f< 
roller so mat tne' Name/Class Indicator is highlighted, and press the b 
3 the bridge of the next ship or helicopter in your fleet or task force. Yoi 
•d through the ships and helicopters using keyboard cc 
Summary Card. 




As noted earlier, not all ships are outfitted the same. If you s\ 
for instance, you'll have a blank, inoperative ordnance bor 
operational, however, it operates the same on every craft. 

ss you specifically give a ship its own commands from the Ship map level of the Command 
" m Centre or from the ship's bridge, then the ship will follow the lead of the flagship (see 
section "6.1 .1 . Navigation"). Thus, if your flagship is heading east, at full speed, and on general 
quarters alert status, then so will the rest of the ships fn the fleet or task force. Being able to 
control an entire task force does not alleviate your responsibilities as a Strike Fleet Commander, 
however. You must still switch to the bridge of another vessel in your task force to find out if it is 
in danger of running aground (if you get a Depth Warning signal), or if you want to use its 
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9 the Switch Bridge fc 



Sometimes you may get a Threat Receiver signal, and it may be inconvenient 
to the bridge of your other vessels, particularly during a heavy battle. Select th 
the Main Control Panel and press the button to target your own vessels in th 
(you can also use the "Target" keyboard command). If an enemy missile or tor 
on to one of your vessels, a symbol will appear above the Binocular View fo 
torpedo that is locked-on to that vessel, up to a maximum of four per vesse 



6.1.1. Propulsion 

Use the Speed Control, to the left of the Radar/Sonar Display in Figure 3, to contrt 
vessel's propulsion. The Speed Control settings correspond to the SPEED order settin 
use in the Command Information Centre. Setting the Speed Control to S (Stop) ci 
engine and leaves the vessel dead in the water (0 knots), setting the Speed Control to I 
puts the engine at full-throttle and eventually brings the vessel to its maximum speed. 

The speed for all vessels (including helicopters) is measured in knots. A knot is a unit of 
not distance. It has a buift in meaning of "per hour," thus, one knot means "one nautical n 
hour." One knot equals about 1.15 statute miles per hour. 



navigate your fleet during your mission is to set your cour 
" e Command Information Centre. When you go to tt 
autopilot will already be activated and guiding the fleet on the cour: 






Each ship in the fleet is equipped with the autopilot system, which is linked to the flagshi,, '' 

function automatically until you disengage it, change speed, or try to steer the ship manually. 
Even after the system has been disengaged you can reactivate it by selecting the AUTO 
control on the Main Control Panel, and pressing the controller button to make it active h 
also a keyboard equivalent listed on the Command Summary Card). Once reactivated, the 
autopilot will make the necessary course corrections to bring you and your fleet to the 
destination you set in the Command Information Centre. You can set and reset the autopilot as 
many times as necessary. 
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*&■}■ If you change the speed or course of the flagship manually, the rest of the ships 
in your task force will follow suit. Be careful if your task force is running in a tight 
" n, because different ships have different turning radiuses and you may 
'""'" i. Steering manually also clears your destination; return to the 
th the PEST order. 

the Main Control Panel. 



6.1 .3. The Main Control Panel 

The Main Control panel on the bridge is the control panel you'll probably use the moi 
the course of your scenario. It controls many of the major systems on your vessel i 
targeting, radar/sonar displays, radar/sonar range, autopilot, and helicopter launches, 
below shows the Main Control Panel and provides a brief explanation for each control. 




Switch between TARgeting/REMote targeting. 
Switch between RADar/SONar DISPIay. 
Switch between ACTive/PASsive RADar. 
Switch between ACTive/PASsive SONar. 
Change radar/sonar RANge. 
AUTOpilot ACTivated, or MANual helm control. 
Launch HELIcopter (one at a time). 
DETonate a launched missile. Take the HELM (rr 



Figure 4: The Main Control Panel 

All Strike Fleet vessels are equipped with extended, long-range scanning, phase-array radar, 
and ultra-long range sonar. Use the radar to spot ships, aircraft, and missiles; use the sonar to 
spot ships, submarines, and torpedoes. Each system has an adjustable viewing range for its 
display of 2,4,8,16,32,64,128 and 256 kilometres. This doesn't affect the range of the Radar or 
Sonar signals, only your view of their return. This means that enemies that are 64 kilometres 
away can still see your active radar/sonar even though you've set the RANge to only 2 
kilometres. You can adjust the range by selecting the RAN control on the Main Control Panel 
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effective radar range. While ships and helicopters both have a maximum radar 
range of 256 kilometres, ships have an effective radar range of only 64 
kilometres due to factors like the position and size of the enemy target, and 
Earth's curvature. The effective range for helicopters will be greater (possibly all 
the way up to 256 kilometres) because they can counter factors like the Earth's 



Your vessel appears at the centre of the Radar/ 

location blinks periodically. Other vessels witl 

Friendly blips appear in the same colour as th 

appear in a different colour. Aircraft appear as 

and seacraft appear as vertical lines. Missiles and torpedoes appear ; 

Radar/Sonar Display. Both surveillance systems are integrated with tl 

targeting system. Any object you target in the Binocular View, appears w 

the Radar/Sonar Display (see section "6.1.4. Weapons" for more inforr 

targeting system). 



j^» Some vi 



e the P 



iil tank 



o be used for surveillance purposes, 
ship, the radar system on an airborne 

level. Use this to your advantage by 
id bringing the helicopter back to the 



Some ships are equipped v 

Although helicopter radar has the same range as that of a 
helicopter has a better effective range due to the altitudi 
from the twenty-fifth floor of a building than from ground 
launching a helicopter periodically, checking its radar ar 
ship. Helicopters are also equipped with sonar, but they 
Strike Fleet helicopters use dipping sonar (like dangling 
helicopter). All helicopter sonar has a shorter range tha 
come to a complete stop in order to use its sonar. 

6.1.5. Weapons 

There are a total of eight different weapon systems with which a ship may be equipped. You 
control all the weapons systems for your ship from the Ordnance Board on the bridge (Figure 5 
below). The weapons installed on ship appear on its Ordnance Board. You must first activate a 
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Long Range Anti-Ship Missiles 
Short Range Anti-Ship Missiles 
Anti-Aircraft (Surface-to-Air) Missiles 
Dual-Purpose Cannon Shells 
ASROC Anti-Submarine Weapons 
Torpedoes 

Phalanx Bursts (Approx. 170 rnds. ea 
Chaff Bursts 



le weapon at the target in the Binocular V 
target is out of range, the weapon computer will display a 'Target out of range" or "C 
on" message in the Ship Mode Indicator. See section 7 for detailed specifics 
information on all the weapon systems used by Strike Fleet. 



targeted on the Radar/Sonar Display, also appears in 
' e target's relative Bearing, 
jr View, while the target's absolute Heading, 
a missile or torpedo, then the readouts on 
ion and the distance between them — this re; 
id readouts 



DSition. Table 2, below, snows apsoiute and re 
.■member, the ship's targeting system has a lii.mt 
ack through. If you find that there are too many 
■ allow you to launch more defensive missile; 
'fesive missiles in order to protect your task fc 
stonate in the Binocular View, select the DET c 
ie Detonate keybo; 



Binocular View. If your target is a ship, 

id its Range appear to the left of the 

id its Speed appear to the right. If the 

right contain the name of the target's 

<ut isn't updated as often as the one on 

ie Bearing, or relative direction to the 

your vessel. The Heading of a target is considered absolute 

xed degrees of the compass, while Bearing is relative to your ship 

/vs absolute and relative degrees for Heading and Bearing. And 

i number of missiles and torpedoes that it can 

' your own and the enemy's missiles in the air 

you may have to DETonate some of your 

;e. Simply TARget the rr 



id press the 
Summary Card). 



tton (or 
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Table 2: Absolute Headinq and Relativ 


3 Bearing Deqrees 


Relative Degrees 


Absolute Degrees 





North 




Left 270— + —90 Right 


West 270— + —90 East 


180 
Back 


180 
South 



You can also target vessels that are beyond your effectiv 


e radar/sonar range by using remote 


targeting. For instance, suppose you suspect that a 


n enemy task force is floating 200 


kilometres away (over 100 kilometres further than your effe 


ctive radar range). If you have one of 


your ships stationed between you and the suspected en 


my task force, then you can use its 


radar/sonar system to target the enemy; or you can launc 


i a helicopter, fly it to a point halfway 


between you and the enemy, and use its radar/sonar to 


take a look around. This technique 



effectively extends the effective range of your ship's radar/sonar systems si 
weapon systems that may have a greater range. The following procedure desc 
you would take to use a helicopter for remote targeting. 



id fire a weapon system th, 
do remote targeting is d> 

ill with different capabilitie 



Arleigh Burke (DDG) 
Belknap (CG) 
Broadsword ((FF) 
Kidd (DDG) 
Oliver Hazard Perry (FFG) 



■troyed by the enemy, 



Pegasus (PHM) 
Sheffield (DDG) 
Spruance (DD) 
Ticonderoga-ne 
Ticonderoga-old (CG) 



w(CG) 



The following sections, arranged alphabetically, contain specifics 
the sea-going vessels used by the Strike Fleet. See section 
capabilities of Strike Fleet vessels. The diagrams for each vessel a 



is for ai 



<^5- The Displacement (the ship's 






dfly it 



remotely target. 

© When the helicopter i 

Control Panel (or its keyboard equivalent fro 
any targets within range of the helicopter' 
helicopter if you are using sonar). 

® When the target you want is displayed in 
from the Main Control Panel, and press t 



ill light). 

Now use the Switch Bridge feature 
systems you want to fire at the targe 
Now when you TARget through the 
of your helicopter — will be added 



— your flagship for instance, 
possible targets, the remote target — ' 
:o the targets that are actually within n 
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Arleigh Burke Class (US) 



Type: DDG — Aegis 



6.2.2. Belknap (Type 26) Class (US) 



Specifications 








Displacement : 8200 












Maximum Speed: 32 




Helicopters: 1 










SM-2 


(ER) 




Anti-Ship Missiles: 8 1 




Chaff Bursts: 24 




Phalanx Bursts: 12 at 








ASROC ASWs: 20 




Torpedoes: 24 MK46 
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(Type 22) Class (British) 



Sped 


icatlons 




Type: FF 
Displace 

Beam: 4 


9rs: 2 


r 


Anti-Air" 


raf| 4 M?ssile 


s:12 


Tofoj 


r^lT 


Exocet 




ength:563ft(171 



Chaff Bursts: 24 
Phalanx Bursts: 

ASROC ASWs: 



Dlagi 



^dtk 
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^ 



-*e^ifet^V 



Pegasus Class Hydrofoil (US) 
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6.2.7. Sheffiel 


i Class 


(B 


Specification 






Type: DD 






Displacement: 48! 






Beam: 48.5 ft (14." 


f?m( m) 
















Shell Load: 600 












Darts 






Torpedoes: 24 MK46 





Diagi 



Type: DD 

Length: 563.2 ft (171 .6 
Beam: 55 ft (16.76 m) 
Maximum Speed: 33 
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Ticonderoga Class— New (US) 



Length: 565.8 ft (172.4! 
Beam: 55 ft (16.76 m) 
Maximum Speed: 33 
Helicopters: 2 



6.2.10. Ticonderoga Class— Old (US) 







i the few exceptions noted above, at 
'eillance and attack purposes. These hi 
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Most helicopters are each equipped with two tc 
have chaff and no missiles. You may also see St 
submarines — you can't control these planes, and dc 
for all Strike Fleet aircraft are listed below. 

6.3.1 . LAMPS I Helicopter, Kaman Seasprite (US) 
Specifications Diagram 
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7. STRIKE FLEET WEAPONS 

The Strike Fleet uses a number of different we. 
variety of missiles and torpedoes, a variety of 
such as Phalanx and chaff. The following sectio 
type of system; cannon, missile, torpedo, and d( 



1 point defense systems 
ie specifications for each 



Proponents of missile warfare in some 
some ships appeared with only token gi 
instance, had only two 40mm guns. 
Commanders, the folly of such strategy ' 
equipped with a variety of powerful and 



armament — the British, Type 22, E 
Fortunately for you and your fel 
5 been proven time and time again. I 
efficient dual-purpose cannons. 



The term "dual-purpose" refers to their ability to act as a traditional cannon (against 
aircraft or land-based targets), or as an anti-aircraft/missile weapon. All U.S. canno 
ability to shoot down incoming aircraft and missiles at ranges from to about 5000 m 
U S destroyers and cruisers are outfitted with two cannons (making it tougher for tr 
destroy this weapon system). Ships typically carry 600 shells, though this nur 
depending on the ship. Table 3 (below) lis'" -- 
Fleet ships. See section 8.c ' —' 



: enemy to 
j for Strike 



>r information on enemy cannons. 



Table 3: Dual-Purpose C 



in Strike Fleet V' 



>u control the dual-purpose c; 
id other weapons. Select it 



ay you control the missiles 
controller button once to 
v "u can manually aim your 
„.J Summary Card. When 
r appears m me Dmuwj.ai ».=«. Use the controller to move 
t. Start by aiming a little high and watching where the water 
id the target, then you're too high. Bring the crosshair down 
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7.2. Missiles 



types of missiles used by Strike Fleet vessels. These are surface-to 

(SR — Short Range, anti-ship), surface-to-air (AA — Anti-Aircraft), cruise (LR — Long 

Tomahawk), and anti-submarine (AS — ASROC) missiles. Although the different types 

les have their specific uses, you can also use them in other capacities. For instance, the 

iable Harpoon, which is an anti-ship missile, can take out shore-based Silkworm missile 

The following specifications, arranged alphabetically, show the name, type, 

ing nation, operational data, and a diagram of each missile used by the Strike Fleet. 

diagrams are not drawn to scale. 



ASROC Ai 






j Weapon (US) 



ig torpedo equipped wi 



co=ie£i> 



JJLlft 



=Q 
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7.2.4. SeaDart Anti-Ship Missile (British) 




7.2.7. SM-1 (ER)-Extended-Range Surface-to-Air Missile (L 

Approx. Max. Effective Range: 50 km (27 Nautical Miles) 

Speed: Mach 3 

The SM-1 Extended-Range (ER) missile is actually the SM I 
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7.2.8. SM-1 (MR)-Medium-Range Surface-to-Air Missile (US) 




/ 2.9 
Speed: 



SM-2 (ER)-Extended-Range Surface-to-Air Missile (I 
Max. Effective Range: 102 km (55 Nautical Miles) 

^Extended-Range (ER) missile is actually the SM-2 (MR) (s 




"-<=} 



1 with torpedo tube 
ns. The nuclear-tip 
3h greater range. 
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. The MK46 is the 



7.4. Defensive Weapons 

All Strike Fleet vessels are equipped with last-layer d 
complement of offensive weapons. These systems ar 



normally 
point where these weapons ; 
systems are, to a certain degr 
these weapons, they will fire c 
general quarters alert. After ft 
manual intervention, 



ming enemy weapons. I 



mce, and only if your fleet or task force is on 
manually. Of course, if it gets to the point of 
incoming missile are slim. The following 






re folded into an explo 



;onfuse enemy rac 
3t enemy missiles, 
ive charge, shot in 



m method is 
chaff charges are shot m 
where they explode at a f; 
climbing fn 
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in low-flying, surface-skimming missiles 


like the Exocet. The 


3 kilometres down range, in the path of 




altitude. If all goes well, the low-flying m 


issile is "seduced" into 


to explode harmlessly in the cloud of til 


n-foil. The distraction 


lissiles that arc-in and dive down on the 


sir target — like those 


shot to a high altitude (up to 1 ,000 met 


ers) where it explodes 


;ing a premature dive. In this way, ever 




overshoot or fall short of its target. 





Strike Fleet Operations Manual 



7.4.2. Phalanx Systems 

The Phalanx system is another modernized version of a very old weapon — the Gatling gun. 
But while the original Gatling gun was operated by hand-crank, the Phalanx system isn't quite so 
primitive. In fact, the Phalanx is a completely self contained, quite intelligent M61A1 20mm six- 
barrel Gatling gun. Both the incoming missile and outgoing projectile are tracked by the Phalanx 
radar system, which uses the angular error to correct for the next burst. The system's accuracy 
improves as the missile approaches. The Phalanx's maximum effective range lies at about 2,300 
yards (2,100 meters). Because of its rounded-on-top and stocky appearance, it is un- 
called "R2D2." 
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8. ENEMY FORCES 

The surest way to protect yourself and your fleet on the open seas is 
the technology of your potential enemies. The following sections d< 
weaponry of the nations that you may struggle with in one or more of 
section "8.3.1 . Cannons" for the types and ranges of enemy cannons. 
encounter gaps in the information that follows. Our intelligence agents are cl 
at getting information, but our opponents are also clever, and there is much 
know. But then, there is still much that they don't know either... 



and understand 



8.1 . Enemy Ni 

The following sectic 
enemy sea-going vt 



■> list, in alphabetical order, th 
;els. The vessel diagrams ar 



jrpedoes: 22 533mm 



8.1.2. Guppy II (ArgentinE 
Specifications 



Type: Su 




Displace 


nent: 2420 tons 






Length:: 


17.41 ft. (93.7 m) 


Beam:1! 


04 ft. (5.5 m) 
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Type: DDG 



Specifica 


ions 






Displac 




: 28,000 tons 






Length: 




ft. (247.99 m) 






(28.50 m) 


Phalanx 


diss 

LQI 


es:96 SA-N-6 


Anti-Sh 










533mm 
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s 














n 








R 


* 


46 S 5^^0 


l i*r 








SA-N-3 




■•■■ 


p- I6SS-N 






ped 


es:12 533 





8.1.7. Light Patro! Craft (Iran) 
Specifications i Descriptio 



8.1.8. November CI 



Type: Submarine 
Displacement: 500C 



8.1.9. Polnochny Class (USSR) 
Speculations Diagra 

Type: LSM 

Displacement: 800 tons 

Maximum Speed: 16 

Length: 249.3 ft. (75.99 m) „,^ ■_'" 

Beam: 27.9 ft. (8.50 m) 
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8.1.10. Ropucha Class (USSR) 
Specifications Diagram 



Type: Submarii 
Maximum Speed: 2: 



8.1.11. Saam Class (Iran) 
Specifications 



8.1.12. Salta Class (Argentine 
Specifications 




and Sea Hunter syste 



8.1.13. Sla 


va Class (USSR) 


Specificat 


ons 


Type: CG 








Maximum Speed: 32 












es:64SA-N-6 


Phalanx Equ 




Anti-Ship Mis 


iles:16SS-N-12 




533mm 



. Type A69 Class (Argentin; 



Spec 


fications 


Type: 

Dispia 


rigate 

ement: 11 70 tons 

m Speed: 24 


To^fd 


p Missiles: 4 Exocet 






5. Victor III Class (USSR) 
Specifications Diagrar 

D — - 



>™N 



8.2. Enemy Air Force 

The following specifications, arranged alphabetically, list the information we have beei 
gather on the enemy aircraft you are most likely to encounter. The aircraft diagrams ar 
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^J. <&» 



8.2.3- Super Entendard (French) 
s pecifications ^^ 

[Takeoff Weight: 20,2BO-»,JS0 ft 
Maximum Speed". 650 
ength: 46.95 ft. (14.3 



^ 
^ 



The enemy's dual-purpose cann 
and design, although they do see 
the ships, cannon size, approxirr 



Shtish versions in both function 
non sizes. Table 4 (below) lists 
te range for enemy cannons. 



Table 4: Dual-Pu 


rpose Canno 


ns on Enemy 








Size 




Approx. 




Ship(s) 




diameter) 


Shell Wt. 


Approx. Range 


Kirov (USSR) 






30 lbs. 


8 km (4 N. Miles) 


Slava (USSR) 


130 mm 




55 lbs. 


22 km (12 N. Miles) 












Krivak (USSR) 


76 mm 




13 lbs. 


11 km (6 N. Miles) 


Ropucha (USSR) 


57 mm 




8 lbs. 


6 km (3 N. Miles) 


A69 (Argentina) 






30 lbs. 


11 km (6 N. Miles) 


Saam (Iran) 






50 lbs. 


11 km (6 N. Miles) 


Light Patrol (Iran) 


? (small) 






? (short) 



8.3.2.1 . Exocet Anti-Ship Missile (French and 26 others) 



8.3.2.2. "KingFish" Anti-Ship Missile (USSR) 
Approx. Max. Effective Range: 555 km (300 Nautica 
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8 3 2 8. Sea Killer Anti-Ship Missile (Italy & 



"^=^^3 



8.3.2.4. SA-N-4 "Gecko" Surf ac 
Approx. Max. Effective Range: 15 krr 
Speed: Mach 2+ 



Deployed in f 967, the Goblet uses the same warhead as the SA-N 

t-to-Air Missile (USSR) 
(8 Nautical Miles) 

<=& 

The Gecko also has some surface-to-surface (anti-ship) capabilit 

8 3 2 5 SA-N-5 "Grail" Surface-to-Air Missile (USSR) 

Approx. Max. Effective Range: 10 km (5 Nautical Miles) 

Speed: Mach U i .,, T ,| H p 



3.2.9. Silkworm Anti-Ship Missile (Chinese) 




;" Surface-to-Air Missile (USSR) 



8.3.2.7. SeaCatAnti- 
Approx. Max. Effective R; 




IPICTURE 
luNAVAILAt 
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SS-N-19 has slightly less range and speed. 



8.3.3. Torpedoes 



The Type 53 is a dual-purpose torpedo, and an upgrade of th 
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9. SCENARIO OVERVIEWS 

The following secti 
Strike Fleet ~" 
the situations you may have 
day. And remember, if you 



advice, Commander, the better you know and ui 
ith, the better will be your chances of living to sa 
ships, you'll have more points for a higher rank ; 



,»A» The Maximum Number of ships sr 
possible ships, and does not re 
warships. For instance, in a scenario thai has 10 as the Maximum 
Ships, you may only have enough points for two or three warships, b 
keep adding troop ships (which have point value) until you reach 1 ( 

Stark Realities 

s: You can select a ship with a different nam 

le Captain of a U.S. frigate, your ship is stc 
il. Defend yourself and all neutral shipping i 
may encounter friendly and enemy ships a! 
een provocation and overcaution, and deck* 



if you wish. Refer to Satellite Map 1 be 

ioned in the Persian Gulf as part of a 
the Gulf, but do not fire unless attack' 



to take, if any. 



This should be your first mission, and this mission is designed to 
systems of your ship. Remember that you have helicopters, and 
range (when airborne). There is a step-by-step walk-through of 
Started" section of the Command Summary Card. 

9.2. The Enemy Below 

Maximum Number of Ships: 2 

Notes: You can select ships with different names, o 

you wish. Refer to Satellite Map 2 below. 






ith all the 
longer radar 
the "Getting 



single ship for a higher st 



jr Port 



On May 1, 1982, two British frigates were providing ASW coverage for thei 
Stanley on the Falkland Islands, when they detected, and were fired upon, by the Argentina 
sub San Luis. Neither side acknowledged a hit that day. Now it's your turn to relive the situation. 
Your mission is to search for, and destroy, Argentine submarines that may be in the area. The 
best defense against torpedoes? Sink the subs before they fire! Try using slow speeds and 
passive sonar to find the enemy. Unlike the previous mission, this mission relies extensively on 
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jsing sonar Remember that 




9.3. The Road to Kuwait 

Maximum Number of Ships: 7 
Notes: Refer to Satellite Map 1 above. 

Now, with a larger, more powerful task force, you must escort three reflagged Kuwaiti tanker 
through the dangerous Persian Gulf, and out to the Arabian Sea while watching for possible a 
and sea attacks. Do not fire unless fired upon. Be certain your targets are truly foes, and b 
particularly alert in the Strait of Hormuz. Make full speed to remove the oil tankers from danger a 
soon as possible. 
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Satellite Map View 2 

9.4. Falklands Defense 
Maximum Number of Ships: 2 

Notes: Refer to Satellite Map View 2 above. 

Britain is battling it out with Argentina for control of the Falklands. Argentina has 
squadron fueled and ready for launch from their carrier — weather conditions are the 
that hampers their progress. Your mission is to engage and take out Argentine task 
— composed of three frigates — which is supporting the main attack force. 

9.5. Dire Straits 

Maximum Number of Ships: 10 
Notes: Refer to Satellite Map 1 above. 

You are escorting a small convoy of empty oil tankers into the Persian Gulf, when yo 
task force confronted by speedboats armed with guns and grenades. Repeated w 
unheeded, and if you don't take action, your task force wi" ' 
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tlantic Cork 

Number of Ships: 14 
ifer to Satellite Map 3 below. 

to World War III Bottle up the Soviet fleet in the Norwegian Sea before they escape 
through the Greenland-lceland-U.K. gap. You'll meet your objective if you sink ■enough i of their 
ships and subs to seriously cripple their forces. Two Onon search planes, operating out of 
Iceland, will provide sub hunting support to your fleet (you can't control the Onons). 

Our satellites have spotted a large surface fleet just northeast of your position and the SOSUS 
line hears approximately a dozen various Soviet nuclear attack subs racing at high speed for the 
gap between Greenland and Iceland. Split your forces as you see fit, but stop those ships and 
subs! Our satellites also show pictures of Backfire bombers loading up at tneir nome Dases 
watch-out for those long-range Kingfish missiles. 

9.7. Surprise Invasion 

Maximum Number of Ships: 16 

Notes: You'll have enough points for the 

campaign. Refer to Satellite Map 3 below. 

Another possible beginning for World War III, and the 
heading for Trondheim, Norway and your small task fo 
With some sharp strategy, quick reactions, and som 
sinking their Polnochny supply ships and Ropucha tn 
daring, you might even take out a few of their warships 



n Number of Ships o 



;tands between them and it. 
complete your objective by 
If you're feeling particularly 
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Satellite Map 3 



9.8. Escape to New York 

Maximum Number of Ships: 16 
Notes: Refer to Satellite Map 3 abc 



. The submarine threat is partici 



Notes: Refer t< 
Your objective 



of reinforcements to 
3f the Iceland coast 
a large Soviet surfac 



i U.S. base in Iceland. Get your task 
) complete your objective. You can 
: fleet that our satellites have spotted 
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). Mopping Up 

mum Number of Ships: 16 
s: Refer to Satellite Map Viev 



is to prevent the enemy from re 
spread your forces thin, and you may ; 
to bring down a few careless bombers 



may yet win 
jre fuel and 
ir northeast, 
e. You may 
attacks. But you may 



*'i i 
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10. STRIKE FLEET DESIGNERS' NOTES 

By Noah Falstein and Larry Holland 

Lucaslilm Games, 1987 

In designing Strike Fleet, we set out to produce a game that co 

to its users. Strike Fleet is not only a Modern Naval Combat £ 

strategy, a tool for study of the recent past and near future, an 

aspect is particularly appealing to you, by all means enjoy it. f 

explore other aspects of Strike Fleet as well. If you're 

'e game aspects, and if you're in it just for the fun, pay at 



n/arcade game, 
o recommend th 
y unwinding a lift 






new persf 
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me appreciation for the issues of war without the dangers of 
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and objectives are clear, the tc 
can be. But it's important to i 
designing the game, we spec 
play. Real life isn't like that toe 
of fun sitting at your compute 
that Strike Fleet gives you s> 
actually trying to live through 
about its implications too. 

It's easy to get overwhelmed by the complexities of missile age comba 

particularly when you are controlling a whole fleet by yourself. Because 

computer and the player, we've chosen to standardize controls for all ships and helicopters and 
to automate some manoeuvre and defense control in place of the crew that an actual fleet would 
have. We've taken particular care in presenting the hardware aspect of the game, with the 
correct weapon systems and capabilities for each ship, helicopter sub and plane The 
- . i complexity ot a modern fleet, with individual differences from ship to ship within 

>e of a single player simulation. So some differences are averaged 
This yields a basic game system that you can play in two ways 1 ) you 
ig picture, concentrating on the maps, fleet actions, and multi-ship combat' or 2) 
us to the bridge view, putting yourself in the thick of the action and watching it 
/e found the simulation accurate enough that r-~ ' '~-' : 
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4 this writing), so now you can get a feel for wha 
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complex. The first warning you it 
Threat Receiver for the long-range i 
intercept bombers before they a 



nissiles headed for your other ships. But a tightly 
to submarine attack. Air defense is even more 
a bomber attack is the lock-on warning from the 
;y fire. But if you spread your ships far out to try to 
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groupings easier, or taking many weaker ships so you 
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implify your cc 

n afford to establish long range scours 

.._.. ._. jeopardizing the mission. Pay close attention to the kind 

of anti-air missiles the ships carry. Most US warships carry SM-1 or SM-2 standard missiles, with 
the latter being somewhat improved in range, speed, and reliability; but the ones designated 
(ER) for "extended range" allow you to intercept incoming missiles and aircraft at much greater 
distances. Also, the Tomahawk cruise missile has a very long range and twice the striking power 
of the more common Harpoon. A Tomahawk-equipped ship can aid attacks hundreds of miles 
away if you use the remote targeting option to feed information from a spotter vessel. Even the 
guns are important when you fight the enemy to a standstill in a missile duel. And you can use 
the guns to aid the close-range Phalanx in knocking out mcuri i i i nilatly to detect 

and fight submarines, helicopters are your best bet; most U.S. ships carry two, but some carry 
only one. The helicopters will probably use torpedoes more often ,h =" 
helicopters miss a sub until it is very close, the ship-based torpedo tu 
rockets may come in handy. 



id ASROC ai 






manceuvering, you should v. 
I on your scenario briefing. I 
good anti-air missiles r 
against s ■-"■ 



relative dangers of submarine, surface, and air attack 
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attack. If you're hunting for enemy subs, a good anti-sub 



to sprint forward and drift occasionally to check 01 . 

to gain some skill in manceuvering your ships. There are two basic methods to do this I | 
your flagship and give individual orders that move each ship into a specific position relative to 
the flagship; or 2) keep all the ships moving and change the non-flagship positions "on the fly." 
We recommend the second method if you can manage it, but it is more difficult, and you run the 
risk of disastrous collisions. Readjustments are easier using the Ship level map in the Command 
Information Centre. Here you can give successive new destinations to each ship and see where 
they're planning to go. When they reach their destinations, they will automatically switch back to 
"autopilot" and follow the flagship again. 
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When you're fighting surface ships, it's likely that both sides will use wav 
drawing out the enemy's anti-air missiles by firing only one missile at a time, 
them with many missiles. Your helicopters can spot remote targets for yc 
attack, thus extending your radar range; but keep your helicopters well av 
ships, if possible, to avoid losing them to missiles. And remember, there are 
of missiles and torpedoes your ships can track through. If you find yours* 
defensive missiles because of all of your offensive missiles in the air, you m 
some before they hit. Your missile counter-attacks will sometimes work bette 

incoming waves, your guns are another possible defense. The Phalanx is also pretty reliable 
particularly if you operate it manually to fire multiple shots at a given missile; but it has limitec 
rounds and a slow rate of reloading. 
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ie targetsallows your helicopters to home-in using the remote data, and drop 
e particularly tough, and may require more than one 
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